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Early Ray Termination
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Empty Space Leaping
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What's Important for Performance

● Identifying densely-sampled regions
● Transition to coarse sampling quickly
● Communicate data needed to IO



  

Ray-Guided Rendering



  

Ray-Guided Rendering



  

Brick Size



  

Brick Size: IO
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Brick Size: Reorganization



  

Space-Filling Curves



  

Dynamic Bricking



  

Where Does the Time Go?



  

Dynamic Sampling
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Vis Pipeline



  

Growth of Data



  

Growth of Display Devices
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Rendering

==

Filtering
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Questions?


